


12.05.35 2:48 am 

a strong glass of bourfeon and crashed hard tonight, 
despite the noise on the street. I guess you get 
to it after a while living in Freeport, but something was 
different out there. No - peculiar is more like it. That’s what must have 
caused my strange dream. Man, was that a weird one. I want to get it 
down on paper but it’s so tough to put into words. It sounds 
dramatic an’ all but man, it was so friggin’ real. 


The moment I threw off my specs and pressed my palms against 



my burning eyelids, it felt like it was the calm before the storm 
And then I passed out. 

















iS!' 

All was quiet except for a faint but noticeable murmur 
>of a power generator. I took a slow step out of the shadows, 
looking to my right and left down each corridor for any 
potential danger. But this wasn’t a usual route around th^ 
sector looking to bust armed U4 pushers. This was a real war 
for some reason, but there was nothing here but very subtle 
screams in the distance, gun blasts, explosions, 
then more screams. 

Then it kicked in: that adrenaline rush from hell. I bolted 
down the metallic hallway with a 1000 years of rage on my 
shoulders and seven hand-held CB-22 rockets in my backpack 
for each of the souls I’ll take in the next half hour. The lives 
I’ll devour to make me stronger and impenetrable. 

As I ran, fitted in armor and conviction, 
e familiar war sounds become louder and fed into my fury 
The screams were almost unbearable at this point. ^ 
The moment I turned the corner into a room with 
this powerful blue light, blood and chunks of flesh sprayed onto my 
pants from the poor disemboweled ‘Corps soldier to my right. 




opened by a shot from an above tier and a keen eye. 

A hoard of mutated bodies without faces eclipsed the light 
and turned to me, armed with guns, bombs, and claws. 

And the chase was on. I pulled a quick 180 and leapt across 
the separation in the floor, only to duck behind a crate to 

- 

turn around and open fire. Four down. Time to move. 

I quickly scrambled outside under the angered sky with^ 
bullets darting past both my ears. One gets me in the 
shoulder but proves tolerable. I found myself cornered 
with nowhere to go except into a sea of death, already a 
graveyard for many dead soldiers. I dove in while more bullets 
burrowed into my suit and skin and bone. Just as I thought I was 
safe, 

I heard a splash only to look over my shoulder and see three 
^ desperate beasts, but these... animals... had faces. And they were 

scared, too. 

LOT Were they after me or were they running from fear themselves? 




^ I immediately unleashed four more demons from my barrel, three 
meeting their destiny. Although victorious, I choked on the thick water, 
blood, and flesh that surrounded me, and died just the same. 

[^)] J As I floated slowly to the surface, a woman’s laughter came from 
ilf j somewhere above, as if I was part of an experiment or something, 

^ ' woke up in a cold pool of sweat. 

It is the calm before the storm. 

^ My God, it is the calm before the storm. 




1.02.36 8:20 pm 

Happy Friggin’ New Year. Two days in and I almost 
btasted my first punk in ‘36 already. That kid musta been 
smacked out pretty good to kill a cop just to get to his cruiser. 

^nd all this right in front of Tf^neon glow of the Starck Club. Thankfully, 
his hands were shaking so bad rfe missed me by a mile. 

Dumb punk didn’t realize his life was already over before 
he even left the rock he climbed out from under. 

I chased the junkie into the club but lost him in the crowd. 

Got him on the cams though, so I’m sure he’s arrested by now. 

I ripped my leg open when I slipped on the floor - there were 




broken vials of U4 all over the place, man. I guess kids aren’t 
even going to the bathroom to jack up anymore. 





Damn. 

You know, I think that dead cop worked 
with my dad at the FPD at some point. 

His name was McPherson or something like that, 
Poor bastard. Got there too late, 
was already shot in the head. 


Wasn’t wearing his 
damn helmet. 
Nothing I could do. 


It’s funny, actually, getting used to this good guy shit. A few years 
ago it very well could have been me laying in the streets with a 
fatal case of lead poisoning. Who would’ve ever thought that I’d be crossing 
over to the other side, patrolling the same blocks I used to run gangs on. 
I’m sure all theYoung Masters and Warriors are dead now, anyway. 

Life sure is strange the way things come full circle. 






2.22.36 11:43 pm. 

Tonight was on© of thoso nights that makos you wondor how it ovor 
got so bad. I swear, it’s not even midnight yet and already the city’s 
gone to shit. I musta grabbed my Mag three times within an hour 
because of these damn punks jumping out of the shadows. 



If they were zombies, that would be one thing, but this 
tainted garbage just completely freaks them out altogether. 

Even nailing those dirtbags Mancini and Kong last week hasn’t 
slowed down the flow of U4 any and I know they re behind 
a good chunk of the Freeport flow. I should’ve popped Mancini a 

I - I 1 1 I What a \A/gnna-hp that guv. 





3.13.36 1:10 pm 



SinTEK's been all 
over the news again. 

Looks like they've 
bought out yet another 
major petroleum 
company 
in the Middle East 
for a zillion dollars or 
something. These 
guys are everywhere, 
man: chems, oils, 
computers, 
pharmaceuticals, 
genetics... and now 
as a SEC-Force Op as 
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well. 


inTek STOCK ROCKETS 

Jhratt and _ 

VAnilTV prajeci: jK 
Vvldes intrfgulng”^ 


seal 
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^ rTTTil ll CMT|' 
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Unbelievable. . 

They may have 

their greedy hands in . ^ 

all kinds of pie, but I’d do 
anything for a night with Dr. Sinclaire’s daughter. 

Man, is she hot or what?! What’s her name? 
Oh yeah, Elexis. Elexis Sinclaire. Hmmmmm. 
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Looking good. 
The SinTek 
shares I bought 
are on the 
rise again! 
Keep this up 
and I see 
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Call your Broker 
and thank him 
for the SinTek tip 
Dave Eddings 
200-658-6971 


early 
retirement 
calling 
my name. 


4.09.36 3:30 pm 

Yesterday was pretty interesting, to say the least. 



j.C. me up toda, b, remindipg me ^ 

I can't belfeva It's already been four and a half years. 

1 remember that day like it was yesterday. 

Atter three months of heli, 1 finally caught the hacker w o 

• + HardCoros sGiTver, and it turnad out t 
ad 4 „d whb ipyes Challenges. 

„X:rd h:':^ a^d made sure he se„ed a g.d 10 to 15, 
but I realized something during those few months 

while I was trying to hunt him down. I d 

kid “J.C.” on my side than anywhere else, that s for ■ 


I let him tell me his story. He’d been running big hack jobs for 
a good three to four years for all kinds of colorful characters 
in the underworld. Tech Warfare sure pays well if you don’t 
get back-stabbed in the process. Such was the case here. 

J.C. was hired by the Vitello family to break into HardCorps to 
gain classified information and hand it over to his bosses. 
Apparently, he didn t want to do it since he’d been burned by those guys 
for $50,000 on a job last year, but he had no choice. Something about 
eating his own tongue must have persuaded him. Plus, he was told 
HardCorps was a dirty organization that was in bed with the government, 
and responsible for half the problems on the streets to begin with. 

So, J.C. rented space at a neighboring office building and set 
up his operation for a close tap and began to systematically watch 
our HC server. He soon learned our external protocols, then 
tapped in and gained access to lower level system files, only 
to learn we were the real deal. “Good guys with a purpose worth 
fighting for,” he said, or something iike that. What a bullshitter! 

He seems like a smartass all right, but after a few long hours 
and a pack and a half of smokes later, he graciously accepted 
my generous offer to work for us here at HC, and I’m 
sure It had nothing to do with going to jail if he refused. I think I’m 
going to like this guy, and for some reason, I feel like I can trust him. 
Hope Frank Vitello doesn't start snooping around or we'll have to see 
if he's allergic to lead... HA HA... maybe arrange to have him plugged, 


too. 




4.19.36 5:12 pm 

For the second time this week, another Freeport citizen was killed 
by these enormous bats we’ve been seeing lately. Pretty weird stuff. 
We’re still trying to figure out what kind of breed they are and 
where they’ve come from, but for now, we’ve allocated a 
few of our men on it to scour the areas for extermination. 


A.C.Vmieh3r 

ito: 


Here’s a sketch based on the few found by the east river docks. 

Scientists are still trying to figure out what kind of 
fluid is stored in that appendage under their bellies. Gross, man. 
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5.11.36 1:32 am 

Found out Antonio Mancini got off somehow and is back on the 
streets already. I swear there is so much red tape in this friggin’ 
city, I can’t believe it. He musta had that scumbag lawyer Johnny 
Cockroach defend him. How the hell did he afford that crooked 
bastard? Someone high up on the food chain must be pulling some 
strings because Mancini has more goddamn lives than an alley cat. 
He must have bribed someone pretty high up, but what can Mancini 
offer besides dope? Everyone on the street knows that although 
he may be up the U4 food chain, he doesn’t have a pot to piss in. 
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wouldn’t even be surprised if he was on 
the junk himself, that stupid jerk. 


To make matters more interesting, J.C. said Mancini’s recent arrest 
file was totally wiped from the FPD computers and Kong was found 
beaten o death in his cell. If I get a chance, I may look into this 
I m actually looking forward to cornering 
that slimy weasel again to see 
what he has to say. 


On another note, J.C.’s proved 
once again how valuable an 
he’s turned out to be. Can’t tell 
him that or his melon will swell 
even bigger than it is now. I’d 
still love to slap that wise-cracking 
mouth from time to time but 
overall. I’m glad I trusted my gut 
instincts and brought him on board. 


6.17.36 9:23 pm 




Saw this in the locker room and 
couldn’t help myself. 

She is the hottest thing I’ve ever laid eyes on. 




a vvuiiiaii u icu 5>iMcni ut; bU ueauuTUi AINU rlCrl. 

Talk about having EVERYTHING. 

Except me of course, Ha Ha. 
I also had no clue she was actually 
running SinTEK now. It says in this article 
that the success of her dad’s miracle 
“fountain of youth” drug, Vanity, was 
too much to handle so he’s given her the 
whole corporation on a silver platter and 
retired. I know daddy’s little princess is a 
biochemist for God sakes, 
but c’mon, just take 

a look at her! \ 

V 


I can imagine playing doctor with her... 






There’s definitely something very weird going on in the city. J.C. 
was in the VR-cades and overheard a couple of people talking about 
some creature they encountered near a garbage dumpster. 
They said it looked like a dog at first until it pulled 
its head out of the trash and it had a long beak or something?! 
Call me crazy but I read something like this in one of those 
tabloids about this mutated four-legged animal found 
with spikes on it’s back like a goddamn stegosaurus. 

Here’s a photo of an especially photogenic 
bum and his favorite subway wall. 






Where did you gei una 
sample? It’s as if someone 
went in and retroactively 
changed the DNA, but not 

in a nice way. 

1 need to do more tests. 


We need to talk about 
these results. Come by 






8.07.36 3:23 am 

“John,” Mom said. 

“Wake up, John”. 

1 opened my eyes and my mom was sitting by the side of my bed, 

in my old room .hen I was a kld. And she .a, bum, h. a cnsp, 
“Time for school, Johnny,” said the charred remains, ^ 

ji^ped up, but found myself in my apartment, tonight. I looked at the 

of my bod but thoro was nothing 


Man, I hate waking 
in that cold sweat. 


I haven’t thoiight about my folks for a while, 
so I decided to pull this out: 


.04.09 I, 




ation 


llrterimtiartal 
A r« laM ^ 

“V LeiJonTEIt Coipmatian CHeiriC^ I 
- ct«»Ch laciW^ ni ThDrlftiill. 25 milSS 
noih crt FnifllHJrt in an pci ei irus 
harusm. EhrrPyr Palmar Btafc. 
sector sopercsiir at \ egiOnTEK. tra j 
Kflr lift in e^C^artfle dragff ri9 

g. iDiai d seven «>-wurKH» 

fininlhfi rpgii*fl infef[“- . 

■ftu I could see was black sri"«i!e idU 

SUBiilvn-stnpndrs 

■ 3 S 1 P.-S a n«l l^ra. I caiVt behe^e ^ 

Dj^PSe has b«*n a Btimawd M J 5 
.ndlkKi *lld r=. The*0 

iittOcniBton aS. to Itie *f ^c 
l|.y,Tre bul investflateifE *uih 




9.30.36 9:55 pm 


This is the fourth account of what some call “the claw” - a mutant 



creature rumored to roam under the city in abandoned subway-tpnnels 
All four descriptions * ^ 


of this beast involve 
an abnormally huge 
left arm with a claw 
on the end, and a bony, 
almost skull-like face. 
Special forces have 
combed the north and 
west subway routes, 
but have not uncovered 
any evidence to date. 

Many homeless have 
reported accounts' 
to the police on this 
matter ever since two ^ 
homeless men, Michael 
Wilson and Harry Miller, 






Pil¥l'+ 


were found gutted at the 
Sheppard subway station last month. 


Went down to sector 3, to do my own investigation, where 
all the crazy reports of this so called “claw” creature was. 

I found where some of the locals had been doing a few wall 
drawings of what they claim they saw. Tried to talk with the bums, 
they are a little too whacked out to make sense. Took a few 
shots of the walls and construction workers. Guess I will file 
these in the Y-Files. Speaking of Files, I remember 
when I was a kid seeing reruns of that show from the late ‘90s. 
Then on January 1st, 2001 , the producers went missing. 
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<0.22.36 8:11 pm 

It’s been pure hell during the last three days. The U4 problem on the 
street is getting pretty bad since the price dropped from $40 to $25 a vial. 
Shit, you’d think the crime would ease off a bit since junkies should be less 
desperate to get some quick cash for a hit. But that’s not the case. 

I don’t like the way this feels. There is something really weird 
going on but I can’t quite put my finger on it. It’s like the city is 
changing - a metamorphosis for the worse. 

On another note, I got into a pushing fight with a couple of SinTEK grunts 
today. Man, those guys over at SinTEK have some major attitude. They’ve 
got some nerve hanging out in our sectors an’ shooting their mouths off, as 
well. Sometimes when shit like this happens, I have to remind myself 
that I’m one of the good guys, smile and just walk away. Of course, it 
did not keep me from pouring a cup of sugar in their gas tank. Ha Ha. 
Think Jm going to head overto the training facility to relieve some tension. 



11.02.36 7:00 pm 

I’ve been talking with a few informants down near the docks 
and some strange things are going on in Freeport once again. 

I’ve heard rumors of a weapons shipment coming into port on the night 
of the 17th. I don’t know anymore if I can trust “Joking Jensen.” 
He’s been a good informant but lately I’ve noticed that he’s much more 
nervous and his attention span is down to about that of a fly. 

I think he’s back on the dreamers, but we’ll just have to wait and see. 



Speaking of the docks - and rumors - word has it that something 
strange has washed up on the shore between Docks 13 and 14 last week. 
Today was the third time I heard about it so I started asking around since 
I was already down there. Some say a few feds dressed in pin striped black 
suits came by and took it away in some kind of electric body bag and paid off 
the night guards. Others pointed out there were gunshots heard, 
and that there were three guards working that night - not two. 



Apparently, this shark-like thing wasn’t quite dead 
and decided to decapitate the third watchman when 
he went down for a closer look. Nobody is giving me 


a straight answer but for some reason, I don t get 


the vibe that people are just making this shit up. It smells 


real weird down by the docks these days. Can’t explain it. 
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Note- 

Have J.C. ID these 
weapons and any locals 
who have been busted 
using ‘em in the last nine 
months. 


r 


r 



= aE-HHiiaV , 

.... 

DC4 Assault Rifle niharap - ^ * rL«-i. 


Description: 

Made in China, banned in States. This model 
supports silencer attachment. 30 round banana 
clips, high firepower, and cheap bullets makes it 
the preferred weapons of local gang members. 
Unprecedented accuracy equals high body count. 
Serial numbers filed off. 


^ i I ,t |r" j 
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Description: 

50mm belt-feed chain gun with grenade 
launcher. Military issue, sold as high dollar 
black-market . Grenade launcher uses CB-40 
shells with missile casing. Arming mechanism 
allows for three second launch placement before 
explosion. Serial numbers filed off. 




Vord on the street — 
few of these mofos 
ive found their way into 
5 wrong hands. 

his is Bad!!!! 


sacking firmware J ^ 

1 behind kevlar but 

.Unitcanbe 

firing scenarios. 

Manufacturers deny so all proper precaution should 

selling any of these ^ 

units state-side. mbers filed off. I 

Sources say that's BS. 

_ File under- 
"When war breaks out!" 



If these make it 
on the street, 
better start buying 
bodybags in bulk. 
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Item: 

Rocket Launcher 


i ' ^ ^ M 




Description: Banned, turn-of-the-century 
lightweight mobile urban rocket launcher. Fires the 
CB-40 missile. Fastest firing mechanism available 
on the mobile missile roster. Favorite toy of urban 
warlords in Freeport. Serial numbers filed off. 


Item: RT-17 
Spider Mine 
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J. rilk. M. 


Description: Hand held infra-red radial detection 
mines, used when a more directed blast is needed. 
Mines carry a small micro laser that burrow and 
allow the unit to attach itself to any surface. Motion 
activates warning sound before detonation. Units 
can also be slid and bounced along the ground and 
around corners before they lock and arm. 


11.19.36 10:35 am 

The info from Joking Jensen was good and the bust was stellar. 

We took down some serious amount of guns and money, more so than 
we thought that we’d get. We put someone in a world of hurt, that’s for 
sure. I’m just waiting to see the fallout from this little fiasco. Personal 
Note: Be sure to commend Chavez on a job well done. 

His first time at squad leader came off without a hitch and he 
handled the fire fight with an expertise beyond his years. 

Garrett would be proud of the group that we’ve got here. 
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Sec-force sarge. . . 

serve and protect, 
my ass. Where do they 
get these apes? 




^T\phibioos units. 

Man'.iNWtehihad 
^^lissThang’s funding 

HC with aii this shit. 


Sec-force grunts = 
& numbnuts w/guns. 
_ What’s the deal 
with the hair? 


streets’ 


Sinciaire. 


Dumbass probably 
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HPRDCORPS TRPINING MPNUPL 


HPRDCORPS TRPINING 
FPCILITY MPNUPL 


To PLL HPRDCORPS employees, Enclosed in this personnel pocket is 
on overview of the troining focilities now ovoiloble to oil employ- 
ees with 0 security clossificotion ronk of Blue-7 or higher. Pleose 
review oil moteriols ond sign the enclosed consent form (HCFORM: 
1027-684-12). You must return this form to the Weop-Ops office 
before your occess codes ore octivoted. 

Remember, foilure to follow proper weopons hondling procedures 
ond to conduct yourself in o professionol monner will result in o 
suspension or terminotion from HC. We hold ourselves under the 
highest stondords of conduct ot HPRDCORPS ond we expect our 
employees to do the some. 


FPCILITY LPYOUT 

Once you’ve cleored the security sconning stotion, proceed down 
the moin corridor ond use the elevotor to occess the second floor 
troining focility. 


The new troining focilities were 
designed for eose of use. On the right 
bond side ore the Sniper Ronge ond 
Speciol Enforcement Troining P focili- 
ties. 


On the left bond side ore the Skeet 
Ronge ond Speciol Enforcement Training 
B focilities. 



HPRDCORPS TRPINING MPNUPL 


To keep the competitive spirit olive ond 
well, you will see lorge screens through- 
out the focility thot continuolly updote 
the point leoders ond show the lotest 
scores being logged on in eoch simulo- 
tion. 



BPSIC CONSOLE USPGE: 

We’ve instolled the lotest in outomoted troining equipment ond 
need to moke sure everyone is fomilior with the procedures on 
how to operote this equipment. There ore two types of consoles 
within the focility: login consoles ore used for operoting ony sim- 
ulotion, ond the score boord consoles ore used to occess ony of 
the simulotion high score boords. 


AT ALL LOGIN CONSOLES FOLLOW THESE STEPS: 

1. Proceed to the console ond use the ottoched keyboord. 

2. Type in your nome (or HC nicknome) ond press Enter. 

3. Use the orrow keys to select o difficulty level ond press 
Enter. 

Rookie - Eosiest: Good for our 
new recruits 

Officer - Normol: P good chollenge 
for officers 

Hordcorps - Hordest: The true 
test for more experienced offi- 
cers 

4. Select Exit to return bock to the 
login screen. 



Once you’ve selected o difficulty level, the stotion will disploy o 
notificotion messoge thot the stotion is now in use. 
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The security force field will chonge from red to green ond you will 
be oble to enter the simulotion. 


Once inside, the force field will return 
to red, barring further entry from other 
users ond the simulotion will begin. 



NOTE: Rborting Simulotions - Rt ony time 
during o simulotion you con obort it by 
using the red lever. 



AT THE SCORE BOARD CONSOLES FOLLOW THESE 
STEPS: 

1. Proceed to the console ond use the ottoched keyboord. 

2. Use the orrow keys to select o simulotion ond press Enter. 

Rookie - Eosiest 
Officer - Normol 
Hordcorps - Hordest 


The Rookie scores will be disployed on the screen first. To proceed 
to the next screen, press Enter. It will then proceed to disploy 
the Officer ond Hordcorps level scoreboords. When you hove fin- 
ished viewing the scores, press Enter ogoin ond you will return to 
the Moin menu. 
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OPERRTION RND USAGE 
OF EACH SIMULATION 


SNIPER RANGE: 

Once you’ve entered the simulotion 
oreo, the computer will count down to 
signify the stort of the simulotion. 

Vorious chorocters posted on wooden 
boords will pop up in random locotions in 
the city scene ot the end of the sniper 
ronge. There ore three innocent choroc- 
ter types ond three villoin chorocter 
types. You score points within the simulotion by shooting ony of 
the villoins ond by not shooting the innocents. Shooting on inno- 
cent or missing o villoin will result in o miss ond ofter ten misses 
the simulotion will end ond you will be prompted to leove the sim- 
ulotion oreo. Exit through the green security force field ond the 
simulotion will be reset, if you scored sufficient points your score 
will be logged in on the scoreboord. 


SKEET RANGE: 

Once you’ve entered the simulotion 
oreo, the computer will count down to 
signify the stort of the simulotion. 

Skeet Pigeons will fly out from the cen- 
ter, left, or right side of your position. 

Just before o pigeon is lounched, you 
will heor o sound signifying the lounch. 

Depending upon whot hoppens, the computer will ocknowledge 
with 0 hit if you destroy the pigeon or o miss if you missed it. The 
breokdown of how eoch mode functions is os follows: 

Rookie Mode: Only one pigeon will fly out ot o time ot o slow 
speed 

Officer Mode: Only one pigeon will fly out ot the foster speed 
Hordcorps Mode: Two pigeons fly out ot the foster speed 
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You must hit ond destroy the pigeons to score points. Rfter ten 
misses, the simulation will end ond you will be prompted to leove 
the simulation oreo. Exit through the green security force field 
ond the simulation will be reset. If you scored sufficient points, 
your score will be logged in the scoreboord. 


SPECIRL ENFORCEMENT TRRINING R: 

Once you’ve entered the simulotion oreo, the computer will count 
down to signify the stort of the simulotion. Vorious chorocters 
posted on wooden boords will be rolled out in front of you. There 
ore three innocent chorocter types ond three villoin chorocter 
types. You score points within the simulotion by shooting ony of 
the villoins ond by not shooting the innocents. Shooting on inno- 
cent or missing o villoin will result in o miss. Rfter ten misses the 
simulotion will end ond you will be prompted to leove the simulo- 
tion oreo. 

Rll chorocters will initiolly be focing 
owoy from you ond will spin around for o 
limited omount of time. The monitor 
mounted obove the chorocters shows 
the time in seconds thot you hove to 
shoot oil of the villoins. During thot 
time period you must shoot os mony of 
the villoins os possible ond ovoid hitting 
ony innocents. If you ore not fost 
enough, the simulotion will flosh red 
ond disploy the villain chorocters thot you missed ond/or the 
innocent chorocters thot you’ve hit. If you do hit on innocent 
chorocter, thot simulotion round will end outomoticolly ond regis- 
ter the remoining chorocters os misses. Once you’ve reached ten 
misses, exit through the green security force field ond the simu- 
lotion will be reset. If you scored sufficient points, your score 
will be logged in on the scoreboord. 
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SPECIRL ENFORCEMENT TRRINING B: 

Once you’ve entered the simulotion oreo ond stepped onto the 
cort, the computer will count down to signify the stort of the 
simulotion. There ore five stotions thot the simulotion will cycle 
through. Rt eoch stotion you will hove to cleor five rounds before 
proceeding to the next stotion. Vorious chorocters posted on 
wooden boords will oppeor in front of you in these city scenes. 
More thon one chorocter moy oppeor ot ony time, so keep o shorp 
eye open for them oil. The vorious skill levels will odjust the 
omount of time ony chorocter stoys on screen ond the omount of 
time between rounds. The higher skill selected, the foster things 
will go. 

There ore three innocent chorocter 
types ond three villoin chorocter types. 

You score points within the simulotion 
by shooting ony of the villoins ond by 
not shooting the innocents. Shooting 
on innocent or missing o villoin will 
result in o miss. Rfter ten misses, the 
simulotion will end ond you will be 
prompted to leove the simulotion oreo. 

Exit through the green security force field ond the simulotion will 
be reset. If you scored sufficient points, your score will be 
logged in the scoreboord. 
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HPRDCORPS MEMO 


From: Col. John R. Blode 
Memo: Proper use of body ormor. 


This is just 0 quick reminder to refresh everyone’s oworeness of 
the importonce of proper ormor usoge in the field. The lotest 
odvonces in Kevlor polymer bonding hos reduced the bulky size of 
the current body ormor but improper hondling of this equipment 
moy result in serious injuries. 

Rs mony of you know, we recently lost McPherson down in sector 
17. His rushing off to on emergency coll ond disregord for proce- 
dure resulted in his unfortunote deoth. These rules ore mode for 
your protection ond should be followed with the utmost diligence. 

The streets ore extremely volotile lotely ond even though the Riot 
Helmet moy onnoy some of your delicote croniol cosings, it could 
sove your life. It should be tightly secured using the chin strop 
ond be sure thot it does not slide oround ot oil. These items ore 
designed to stop ond obsorb most stondord issue rounds. If you 
ore shot, you’ll hove one hell of o heodoche but you’ll still be 
oround to comploin obout it. 

The FlokJocket ond Flak Ponts ore the most importont combino- 
tion of equipment thot we issue you. With oil of the modness on 
the streets, this equipment will protect you ond ensure your con- 
tinued existence os o living, breothing HC officer. Be sure thot 
the protective flop is folded over to cover the double zipper, 
mony times o stroy shot con penetrote this oreo. The ormor wos 
designed to be tough enough to obsorb o point blonk shotgun 
blost. After thot the ormor will be useless, but you’ll be olive. It 
wos designed to protect most of the sensitive regions of the body 
but only if properly utilized. Sofety is very importont here. 

The stobility of this equipment is very importont to mointoin, so 
ofter eoch field encounter you should hove your equipment dou- 
ble-checked for ony potentiol decoy due to use. If ony minor fis- 
sures ore detected, moke your woy over to supply ond requisition 
0 replocement. 
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Rs 0 quick reference, here’s the current inventory listing section 
from the HC service monuol: 



Helmet 

Ref tt: HC-J_06 



Jocket 

Ref tt: HC-J_28 



Ponts 


Ref tt: HC-J_66 
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HPRDCORPS MEMO 


From: R G D 

To: Blode, J.C., Chong, ond Chovez 


Memo: New first oid items for oil field ogents. 


Doc Zen, o noted nutritionist ond PHD in chemistry over ot 
LegionTEK hos brought to morket some new items for our opero- 
tives to try out. They’ve combined some revolutionory nucleic for- 
mulos thot con help boost on operotive’s immune ond recuperotive 
systems with no ill effects. Here is o breakdown of whot they’ve 
come up with: 


V-Stims: Vitomin Stim. These will boost your immune 
systems by obout five percent. Good for everydoy 
use to help keep you going strong. 




I-Stim: Immunity Stim. These will boost your 
immune systems by obout twenty percent. P nice 
generol boost when you’re not feeling well. 
Stimulates increosed white cell production. 



M-Stim: Mego Stim. These will boost your immune 
systems by obout fifty percent. P very hondy item 
which supplements your own immune system, 
boosting overoll levels. 
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FB-Pock: Full Body Stimpock. These ore the most 
impressive item in our new orsenol ogoinst sick- 
ness. This will boost your immune system by obout 
one hundred percent. It is o greot item, but 
should only be used under more distressed situo- 
tions. 



P-BStim: Pdrenoline Boost Stim: Tempororily boosts 
your heolth by 200%. The odrenoline effect weors 
off since it hos o slight dilution foctor built in. 
This wos 0 genuine design decision since pro- 
longed high odrenol levels could couse bodily dom- 
oge. There ore still some side effects once the P- 
Boost weors off. You’ll return to your previous 
heolth level but you will olso be effected by ony 
physicol domoge which occurred while the P-Boost 
wos in use. 


SPECIPL NOTE: 

We’ve olso seen some new block-morket items being pushed os 
heolth products but ore in foct hormful. Even the U4 deolers ore 
trying to push their wores os something other thon whot they ore. 
Here is whot you need to look out for: 



U4 Viol/Injection: These viols ore contominoted by o 
brond new, highly oddictive drug nomed, Dyforsonide. 
It hos been rumored to couse increosed odrenol levels 
thot result in increosed strength ond rodicolly 
increosed broin octivity. The users ore ossumed to be 
in on olmost berserker stote of mind ond hove been 
extremely hord to subdue. 
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HPRDCORPS MEMO 


From R G D 
To: Blode, J.C. 


The RGD division hos been hord ot work on some of the newest ond 
most exciting toys to be odded into our bog of tricks. We’ve been 
working in conjunction with three of the lorgest ond most rep- 
utoble mechonicol ond biologicol reseorch divisions oround the 
world. Some of the new block-ops devices to come out ore cur- 
rently being field tested right now. Rny operotive who wishes to 
porticipote in these continued tests needs to contoct Coptoin 
Briggs. 



Biogenic Shields -This new chemicol bonding com- 
pound con be injected right into the humon body 
ond 0 moleculor shield is formed on top of the epi- 
dermal sheoth. It is one of the most expensive items 
ever developed, but it con be the most useful in 
extreme combot situotions. The bonding properties 
ollow the operotive to sustoin ond even reflect most 
projectiles while sustaining only minimol domoge. 

One drowbock hos been noted: extreme heot from 
ony thermol explosions con penetrote the moleculor 
sheoth inflicting normol domoge levels. 



Photon Optic Displocement Device - The P.O.D.D., os 
it is colled, utilizes the some chemicol bonding prin- 
ciples os the shields but combines onother rodicol 
isotope thot somehow refrocts light. The isotope 
hos minimol negotive effects, which ore for out- 
weighed by the incredible odvontoge thot it offers. 
Rny operotive using this item will be rendered virtu- 
olly invisible. The light refroction properties bend 
light around the user ond offer more steolth copo- 
bilities thon onything ever seen before. 


’I 

i. 
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R17 Code Descrombler - R contoined micro-com- 
puter system thot con be ottoched to ony 
secure terminol. Once ottoched, the device 
begins its 1 megobit-decryption routines to 
crock the current system. 



NT20 Communicotions Link - R sotellite link 
thot con be ottoched to ony open terminol, 
ollowing our HC operotives to top into these 
computer systems remotely. 



ST Underwoter Rpporotus - The micro-underwo- 
ter breothing opporotus ollows ony operotive 
to remoin underwoter for on extended omount 
of time. 



HC Light Rod -The stondord issue mini light 
glow rods thot oil HC personnel ore issued. Con 
be utilized in ony situotion colling for slight 
illuminotion. The Light Rod hos o built-in iso- 
tope decoy sequence so thot you don’t contin- 
ue to give your position owoy. 
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=== I. Minimum System Requirements === 


Windows® 95/98 or NT 4.0 (with Service Pack 
3) with 100%-compatible computer system 
Pentium® 166 MHz processor (200 MHz reco m- 
mended) 

32 MB RAM (64 MB RAM recommended) 
Quad-Speed CD-ROM drive (600k/sec. sus- 
tained transfer rate) 

Hard disk drive with at least 50 MB of 
uncompressed space available 
100% Sound B 1 a s t e r - c omp a t i b 1 e sound card 
Joystick and mou s e - s upp o r t e d (3-button 
mouse recommended) 

Supports network and Internet play via IPX 
and TCP/IP 

PCI or AGP video card with 2 MB RAM 
Internet play via modem requires 100% Windows 
9 5 / 9 8 - c omp a t i b 1 e 28.8 Kbps or faster modem 

Important Note: This product requires your 

system to have the latest Windows 95/98 drivers 
that can fully support Microsoft's DirectX 6. 


= = = II 


a. Installing Sin 


To install Sin on your system, insert the 
game CD into your CD-ROM drive and: 

When the splash screen appears, click on 
the Install button. For online help, click 
the Help button. 

Note: You can return to this splash 

screen any time without affecting your 
installed game by using the Autoplay 
feature (see page 71) . 
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b. Getting Started 


In the Main menu of Sin, you can start a 
new s i n g 1 e -p 1 a y e r game by selecting the 
Game option, pressing Enter, then selecting 
New Game. 

Note: It is required that the Sin CD 

be in the drive whenever you start a 
s i n g 1 e -p 1 a y e r game. 

For updates to Sin, please refer to 
WWW . activision . com. 


=== III. Set Up === 


a. Main Menu 


When you start Sin, you will be presented 
with a logon screen. Type your name at the 
prompt and press Enter. You are then 
brought to the Main menu. Use the up and 
down arrow keys to navigate through the 
menus and press the Enter key to select. 

Each Main menu function brings up a list of 
secondary menu items. If you have problems 
using the secondary menu selections, press 
El for a better description of the option. 

GAME: Start a new single or multiplayer 

game, load or save a game, or view a demo. 

CONTROLS: Change your video and audio set- 

tings, set general game options, and cus- 
tomize your key configuration. 51 


HEADQUARTERS: Suit up and head over to the 

Hardcorps Headquarters and Training 
Eacility where you can practice and fine- 
tune your skills. 

CREDITS: Displays the names of the design- 

ers who created Sin. 

QUIT: Exit the game or logon as a different 

user. 

b . Game 


NEW GAME: Select a skill setting from among 

the following choices: 

Rookie: Easy 

Officer: Medium 

Hardcorps: Not for the slow of mouse, 

weak of heart, or anyone else afraid of 
dying . 

VIEW DEMOS: View a pre-recorded demo of the 

game . 

LOAD GAME: The first game listed was auto- 

saved at the beginning of the last level 
entered. Use the arrow keys to select the 
game that you wish to load and press Enter. 

SAVE GAME: Use the arrow keys to select a 

slot and press Enter to save. Sin will gen- 
erate a name for the saved game with the 
title of the level. 


MULTIPLAYER: Sin can be played either using 

a LAN (Local Area Network with IPX or 
TCP/IP) or via TCP/IP over the Internet. 

Choose one of the three options: Join 

Multiplayer Game, Start Multiplayer Game, 
or Multiplayer Setup to begin a multiplayer 

game. Please see the detailed multiplayer 
section on page 64. 


c. Controls 


VIDEO CONTROLS 

Here are controls for changing your video 
driver, screen resolution or video mode, 
brightness, screen size, window or full 
screen mode, texture mode, and accessing 
the advanced video options. To change an 
option, use the arrow keys to select that 
option, then press the right or left 
arrow keys to adjust. After making all of 
your adjustments, select Apply Changes 
and press Enter. When changing video set- 
tings, Sin may blink from the screen, or 
the game console may appear. This isn't 
unusual. After a moment of this, the game 
should resume normally. Once you press 
Apply Changes, the game will reload the 
map, incorporating the new settings. 

Video Driver: You have seven choices 

under Video Driver. These are Software, 
Default OpenGL, 3Dfx OpenGL, PowerVR Open 
GL, Verite OpenGL, Riva OpenGL, and ATI 
Rage OpenGL. 


*** IMPORTANT : Your system may not 

support some of the video driver options 
provided by Sin. If a selected video 
driver is unavailable. Sin will return 
to the previously selected option or to 
Software mode. 

Software: If you are running under 

Windows 95/98, and do not have OpenGL 
supported hardware acceleration, use this 
setting (default) . 

Default OpenGL: The Default OpenGL driver 

allows Sin to render using the default 
OpenGL driver installed in the system. 

3Dfx OpenGL: Uses the 3Dfx OpenGL driver 

on systems that possess a 3Dfx chipset, 
such as Voodoo, Voodoo 2, or Voodoo Rush 
boards . 

PowerVR OpenGL: Uses the PowerVR OpenGL 

driver on systems running Windows 95/98 with 
a PowerVR chipset, such as PCX2 boards. 

Verite OpenGL: Uses the Verite OpenGL 

driver on systems that have a Rendition 
V2100 or V2200 chipset. 

Riva OpenGL: Uses the Rival28 OpenGL dri- 

ver on systems that have a Rival28 
chipset 3D accelerator. 

ATI Rage OpenGL: Uses the OpenGL driver 

on systems with an ATI Rage Pro 2D/3D 


^ ^ ^ IMP ORTANT : We do not recommend selecting 

OpenGL with systems that do not have hard- 
ware acceleration or OpenGL installed. 

Video Mode: Selects the desired screen 

resolution for playing Sin. Note that not 
ail graphics cards and 3D accelerators 
support ail listed resolutions. 

Texture Mode: The texture mode determines 

color depth of the textures. Better qual- 
ity often results in lower performance. 
8-bit texture support is available on 
some graphics chipsets such as the 3Dfx 
Voodoo. Enabling 8-bit textures reduces 
visual quality in exchange for better 
overall performance. 

* * * IMP ORTANT : We recommend you use the 

Texture Mode setting if you have the 
appropriate hardware and want to increase 
the performance of Sin. 

Full Screen: This selects full screen or 

windowed rendering. Full Screen mode 
availability is dependent upon the type 
of graphics adapter installed. Full screen 
software rendering requires the presence 
of Microsoft DirectX (supplied on the CD) . 

Screen Size: The screen size slider con- 

trols the size of the game area on the 
screen. Reducing the screen size will 
usually result in higher performance. 
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Brightness: The brightness slider con- 

trols the brightness of the screen. Its 


effects are immediate in Software mode. 
When using OpenGL, select Apply Changes 
after modifying brightness. 

Apply Changes: Selecting this option 

"applies" any modifications you made to 
your video configuration. 

Reset to Defaults: Resets all of the 

video options to their default settings. 

Advanced Video Options: This allows you 

to change various special effects set- 
tings within the game. Turning off these 
effects will increase overall perfor- 
mance . 

Bring Up Console Interface: This allows 

access to the game console. This is for 
advanced users. 

AUDIO CONTROLS 

Here you can adjust your audio settings. 

SFX Volume: Using the left and right 

arrow keys moves the slider bar to 
increase or decrease the volume of sound 
effects . 

Music: Turns the in-game dynamic music on 

or off. 

Music Volume: Using the left and right 

arrow keys moves the slider bar to 
increase or decrease the volume of the 


mu s r c . 


Dialog Volume: Using the left and right 

arrow keys moves the slider bar to 
increase or decrease the volume of the 
in-game dialog. 

Sound Quality: Select low quality for 11 

kHz sound and high quality for 22 kHz 
sound. Using low sound quality will 
increase the performance of Sin on your 
machine . 

CD Music: Use the left and right arrow 

keys to turn CD music on or off. 

Sound Compatibility: In Max Performance 

mode. Sin captures sole use of your 
audio, making the sound hardware inacces- 
sible to other applications. In 
Compatibility mode. Sin will allow other 
sound hardware to still continue. 

Enable 3D Sound Hardware: This turns on 

3D sound support for cards that support 
it, such as cards supporting A3D. 

GAME OPTIONS 

Mouse Speed: The higher you set this, the 

faster your character will turn in rela- 
tion to mouse movement. 

Always Run: Select Yes if you do not want 

to hold down the Run button in order to 
move quickly. (While this option is acti- 
vated, holding the Run button down will 
slow your speed to a walk.) 


Invert Mouse: This gives your mouse "air- 

plane-style" controls. This means that 
pushing the mouse forward "noses down" 
and pulling it back "noses up." Some peo- 
ple prefer this control technique. 

Mouse Filter: Enabling this variable will 

cause the mouse movement to be smoother 
but there will be increased latency 
between the actual mouse movement and 
movement in the game. 

Look Spring: Returns your view immediate- 

ly to straight ahead when you release the 
look up key, look down key, or mouse 
look. Otherwise, you must move forward 
for a step or two before your view snaps 
back. Lookspring does not work while you 
are underwater. 

Look Strafe: If you are using the look up 

or look down key, then this option causes 
you to sidestep instead of turn when you 
try to move left or right. 

Free Look: With this option enabled you 

no longer have to press the mouse look 
key to look up and down while using the 
mouse . 

Crosshair: You can choose between several 

different styles of targeting crosshairs. 

Handedness: You can choose whether your 

character is right or left handed, or 
whether your hands will be displayed at 
58 all . 


HUD Layout: Choose where your heads up 

display is shown on the screen. 

Dialog System: You may choose to turn 

the text and voice dialog within the game 
on or off. Turning both off is NOT recom- 
mended, since many puzzles rely on dialog 
in the game. 

PLAYER CONTROLS 

Selecting this option will bring up a sec- 
ond menu that lists all of the game con- 
trols. Use the arrow keys to move through 
the list. Press the Enter key to select a 
control to change. Press the appropriate 
key or mouse button that you wish to use 
for that control. If you want to go back to 
the original controls, select either 
Restore Default Keyboard Only configuration 
or Restore Default Keyboard and Mouse con- 
f i gur at ion. 


d. On-Screen Info During Gameplay 


HUD: John Blade, your character in the 

game, is equipped with an OT-class Heads-Up 
Display. Your current status is shown on- 
screen at all times. There is an indicator 
for your health, armor, ammo for the cur- 
rent weapon, and currently selected or 
readied item or weapon. When you pick up 
something new, an icon will briefly appear 
at the bottom of the screen with a picture 
of that item. To view your entire invento- 
ry, press the I key. Maximizing the screen 
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(+ key) may remove the Status Bar from your 
viewing area. To get it back, simply press 
the - key. 

MESSAGES: Your HUD will talk to you from 

time to time. Some messages appear at the 
top of the screen. These are n o n - c r i t i c a 1 , 
and tell you that you've picked up an 
object or you've died in an interesting 
fashion (multiplayer games) . Certain mes- 
sages will appear in the middle of the 
screen. These are always important and you 
do not want to ignore them! An example of 
this would be "You need" and a picture of 
the necessary item. 

CONSOLE: Pressing the tilde key (~) will 

pull down the Console window. This is a 
special area that lists all of the game 
messages, and allows you to give Sin co m- 
mands that cannot be entered through the 
menu. This is for advanced users. 

INVENTORY: Press the I key to access your 

inventory. Use the arrow keys to move 
through the list. Your status information 
will update to show an image of the cur- 
rently selected item. Press the Enter key 
to use a highlighted item. Weapons and 
items are "readied" in this manner. Eor 
example, you can select or ready an item 
before engaging the enemy. Then at the 
appropriate time you can quickly use that 
item by pressing the Enter key. 


IV. Getting Around Ereeport — - 


a. Movement 


WALKING: Use the four arrow keys or the 

mouse to walk around. To walk steadily for- 
ward, hold down the forward key (the up 
arrow or center button on the mouse) . Turn 
left or right with the left or right arrow 
keys, or by sliding your mouse in the 
desired direction. 

RUNNING: To run, simply hold down the left 

Shift key to increase your speed while 
walking. If you prefer to always run during 
the game, open the Main menu, then the 
Controls menu, then the Game Options menu, 
and select Always Run. 

SHOOTING: Tap the Ctrl key or the left 

mouse button to fire. Hold the shooting key 
down for continuous firing. 

LOOKING UP AND DOWN: The letters A and Z 

allow you to look up and down, respective- 
ly. Start walking forward and your line of 
vision will automatically readjust to the 
center position. You may also choose to 
select Eree Look under the Game Options 
menu, which will allow you to move the 
mouse around as if it were your head move- 
ment . 

SWIMMING: While underwater, aim yourself in 

the direction you wish to go and press the 


forward key to go in that direction. 
Unfortunately, as in real life, you may 
lose your bearings while underwater. Use 
the jump key, normally the Space Bar, to 
kick straight up towards the surface. Once 
on the surface, tread water by holding down 
the jump key. To get out of the water, swim 
toward the shore and you can either jump up 
onto the land or walk straight out if it is 
shallow enough. There is always a way out 
of water, but you may have to submerge even 
deeper in order to find it. 

DUCKING: Press and hold down the C key to 

duck and move forward to crawl. When you 
release the C key, you will return to an 
upright position. It is also possible to 
avoid rockets in this manner. 

JUMPING: Tap the space bar to jump. You 

jump farther if you're moving forward at 
the time or if you're running. You jump 
higher if you're moving up a slope. 

STRAFING: Hold down either Alt key while 

the left or right arrow key is pressed and 
you will side step in that particular 
direction. This is perfect for avoiding 
incoming projectiles, or gun blasts from 
enemies . 

PICKING UP OBJECTS: To pick up items, 

weapons, and power-ups, simply walk over 
them. If you are unable to pick something 
up, it means you already have the maximum 
amount possible for that object. 
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LOOTING YOUR KILL: After you kill an enemy, 

move over its body and if it's carrying any- 
thing, that will show up on the screen. While 
standing over the dead, press the USE key to 
strip them of items, armor, and health. You 
can pick up any weapons they drop by walking 
over them. If you are unable to pick some- 
thing up, it means you already have the 
maximum amount possible for that object. 

SELECTING ITEMS IN INVENTORY: Use the arrow 

keys to cycle through items in your invento- 
ry while in the inventory screen (I) . Press 
the Enter key to select a highlighted item. 

TALKING: To communicate with other players 

in multiplayer, press the T key and type in 
your message. Press Enter when finished and 
your words will appear at the top of the 
screen . 

USING VEHICLES: To enter or exit any vehi- 

cle, press the USE key. Press the up or 
down arrow keys to move the vehicle and 
press the left or right arrow keys to turn 
the vehicle (while in motion) . To turn 
faster, use the strafe left and strafe 
right keys (while in motion) . 

b . Dying 


Each time you enter a level. Sin automati- 
cally saves the game. When you die, press 
the Enter key to pull up the Load Game 
menu. Select the first game name on that 
list to restart at the beginning of the 
last level you entered. 63 


=== V _ MuLtipLayer Sin === 


MuLtipLayer allows multiple players to 
enter a game together over the Internet or 
on a local area network, 

a, Deathmatch 


The most popular way to play Sin 
Multiplayer is a Deathmatch, which has no 
computer-controlled characters, just player 
versus player! The goal of the game is to 
kill your opponents more often than they 
kill you. Each kill counts for one "frag", 
and if you kill yourself then you lose a 
frag, thus it's not a great idea to jump 
off of tall buildings or shoot rockets at 
your own feet. 

After you die, press the fire button to 
reappear, or "respawn," in the game. You'll 
be brought back at one of several random 
respawn locations. Throughout the map you 
will find different artifacts, such as 
weapons, ammo, health and armor, that are 
needed to be successful at destroying your 
enemy. When starting a Sin Multiplayer 
Server, you have the option of making 
weapons disappear when you pick them up and 
respawn after time (length of time depends 
on item), or they can be made to stay put 
at all times so your Deathmatch experience 
is a true Sinfest! 
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b. Multiplayer Menu 


Join Multiplayer Game - Allows you to 
search for and join a game. 

Start Multiplayer Game - Allows you to 
launch your own server. 

Multiplayer Setup - Allows you to cus- 
tomize your appearance, 

c. Join Multiplayer Game 


In the Join Multiplayer Game menu are two 
options that will help you locate and join 
network games. The first is Server Address 
Book, which is used to store and recall the 
IP addresses or hostnames of Internet 
servers. The second option you have is 
Refresh Server List, which will display a 
list of servers running on your local area 
network as well as any you have entered 
into your address book. 

To add servers to your address book, simply 
move down to an available spot and type in 
the hostname or IP address of the server. 

To search for and connect to a server on 
your local area network, simply select 
Refresh Server List, then press Enter on 
any of the servers that appear under 
Connect To, 
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d - Start MuLtipLayer Game 


The Start MuLtipLayer Game menu option is 
for configuring and Launching a Sin server, 
There are many options in MuLtipLayer Sin 
which make the game behave differentLy, 

When you have finished choosing aLL of the 
options Listed beLow, press Enter or seLect 
Launch the Server to Launch your server. 
Once the server is running other pLayers 
can join your game, 

GAME TYPE: Here you can choose the type of 

muLtipLayer game, 

SELECT MAP: This aLLows you to seLect the 
first map for your Deathmatch server. When 
either the Time Limit or Frag Limit are 
met, the server wiLL advance to the next 
map. Press Enter to see detaiLed informa- 
tion about the currentLy seLected map, 

HOST NAME: This name wiLL show up in other 
pLayers address books when they are joining 
your game , 

TIME LIMIT: Set the number of minutes that 

the game wiLL run before advancing to the 
next map , 

FRAG LIMIT: Once any pLayer attains this 
number of frags, the game wiLL automaticaL- 
Ly advance to the next map, 

MAX PLAYERS: This option aLLows you to 
Limit the number of pLayers that may join 
yourserver, xx 


MODIFY DEATHMATCH SETTINGS: This option 

wiLL take you to a new menu where you can 
modify the settings and ruLes for the 
Deathmatch game you are about to host. The 
avaiLabLe settings are as foLLows: 

FALLING DAMAGE: This determines whether or 
not you take heaLth damage when faLLing 
from high pLaces, 

PERSISTENT WEAPONS: Setting this to YES 

wiLL make the weapons stay avaiLabLe, even 
after being picked up by a pLayer, This 
does not appLy to other artifacts, such as 
ammo, heaLth and powerups, 

WEAPON SWITCHING: Set to either instant or 

normaL, Instant weapon switching wiLL 
change weapons without showing the "put- 
a way" animations, 

ALLOW HEALTH: This option toggLes whether 

heaLth shows up in the map, 

ALLOW ARMOR: This option toggLes whether 
armor shows up in the map, 

ALLOW POWER-UPS: This option toggLes 
whether power-ups show up in the map, 

INSTANT POWER-UPS: Power-ups take effect 

the moment you pick them up when this is 
set to YES, 

INFINITE AMMO: When this is set to YES, you 
don't need to pick up ammo for your gun, 
and you wiLL never run out, 67 


FORCE RESPAWN: Forces the player to respawn 

five seconds after being kilLed- 

SPAWN FARTHEST: Switches between random 

spawning and spawning players in the fur- 
thest position relative to other players- 

SAME MAP: When the Frag Limit or Time Limit 
is reached, the map will not advance to the 
next map, but will start the current map 
o ve r _ 

ALLOW EXIT: Allows any player to exit a 

level during a multiplayer game- 

TEAM PLAY: This allows you to specify 
whether Teamplay is on or off on this serv- 
er, as well as how teams are determined, 
either by skin or by model. 

FRIENDLY FIRE: If Teamplay is turned on, 

this setting specifies whether teammates 
can hurt each other or not. 

FIXED FOV: This will constrain the field of 

vision to the default setting when set to 
YES. If set to NO, this option will allow 
players to set their own field of vision 
from the game console. 

LAUNCH THE SERVER: Once you are satisfied 
with your player settings, press Esc to 
move to the Multiplayer menu. Selecting 
this launch option will then start the 
server with all of the chosen multiplayer 
options. 
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e. Multiplayer Setup 


These options will allow you to personalize 
your player character, thus changing how 
other players see you in the game. Once you 
are satisfied with your player settings, 
pressing Esc will move you back up a level 
to the Multiplayer menu, saving your player 
setup . 

NAME: This sets the name of your player. 

This way when you frag someone, they'll 
know who did it! 

CHARACTER TYPE: This allows you to select 
whether you play as Blade, Elexis, or J.C. 

UNIFORM: Uniforms, or skins, give your 

player a unique look. There are several 
uniforms that you can choose from. 

A note on SERVERINFO: If you pull down 

the console (press the ~ key) and type 
SERVERINFO you will get back a list of 
the current settings for the server you 
are connected to. This list includes such 
things as Map Name, Server Name, Time and 
Frag Limits. 

f. How to Play Multiplayer Sin on HEAT.NET 


1. Install HEAT from this CD-ROM. 

2. For FREE gameplay on HEAT.NET, from your 
Java enabled Internet browser, go to 
http://www.heat.net. If you aren't 
already a HEAT member, register your 
account information. Note that if you 
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have already installed the HEAT software 
from your Sin CD-ROM, you will not need 
to download the software. (HEAT upgrades 
are a u t oma tic). 

3. Log in by entering your user name and 
password. 

4. Choose Sin from the list of games. 

5. Click the Play Now button on the Web 
page to get to the Sin lobby area. 

6. From the HEAT Sin game lobby, you may 
choose to create a new "room" or join an 
existing room. If you decide to create a 
room, you will be the moderator who con- 
trols the game setting options. As the 
moderator, you can start a game at any 
time by clicking the Launch button. 

NOTE: SUPPORT FOR PLAYING SIN ON HEAT.NET 

IS HANDLED BY HEAT.NET CUSTOMER SUPPORT 

ONLY AT WWW.HEAT.NET. 


=== V. Troubleshooting === 


a. Online Help 


We have supplied a technical help file that 
can help you in troubleshooting problems. 
There are two ways to access this help 
file: 

1. From the splash screen, click on More 
then Help (see AutoPlay on the next 
page ) . 

2. After installation, from the Start menu, 
select P r og r ams / S i n / S i n Help. 
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b . AutoPlay 


If the Sin splash screen does not appear, 
try performing the following steps: 

1 . Doub I e-c I i c k on the My Computer icon on 
your desktop or right-click on the icon 
and choose the Open option. 

2. Select the Refresh option located in the 
View pull-down menu. 

3 . Doub I e-c I i c k on the Sin CD icon in the 
window or right-click on the icon and 
choose the AutoPlay option. 

4. After the Sin splash screen appears, 
click on the Play/Install button. 

If the AutoPlay feature does not function, 
please check the following: 

1. Make sure the CD is clean and properly 
placed in the CD-ROM drive. 

2. Your CD-ROM driver may not be optimized 
for use with Windows 95/98. To verify 
this, perform the following steps: 

a. Open the Windows 95/98 Control Panel 
folder and double-click on the System 
icon. 

b. Click on the Performance tab. If any 
of your hardware drivers are not 
fully optimized for use with Windows 
95/98, they will be listed here with 
an explanation of the exact problem 
and suggestions on how to fix it. 

c. DirectX 6.0 


Upon completion of the Sin setup, the 
installation process will continue by 
determining if Microsoft's DirectX 6.0 
needs to be installed on your computer. If 
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so, the appropriate files will be installed 
on your computer automatically- 

Q-WHAT IS DIRECTX 6-0 AND WHY DO I NEED IT? 

A - M i c r o s o f t * s DirectX 6-0 is a set of 

functions that gives Windows 95/98 games 
and other applications their power- 
Using these functions allows applica- 
tions to perform advanced functions in 
networking, graphics, sound, and input 
beyond what's possible on other operat- 
ing systems and accounts for many of the 
performance gains associated with 
Windows 95/98 games- Sin uses Direct3D, 
DirectDraw, DirectSound and Directinput, 
four of the DirectX 6-0 functions- 

Q-IF I DON'T HAVE DIRECTX 6-0, WILL SIN 
INSTALL IT FOR ME? 

A-Yes- If I n s t a I I S h i e I d does not detect 
DirectX 6-0 on your computer, it will 
install DirectX 6-0 for you, if you 
choose- After the entire installation is 
complete, you will need to restart your 
computer in order for DirectX 6-0 to 
take effect- 

Q- I ALREADY HAVE OTHER WINDOWS 95/98 GAMES 
INSTALLED ON MY COMPUTER- WILL THE 
MICROSOFT DIRECTX INSTALLER CHANGE MY 
DIRECTX FILES? 

A- If you already have other Windows games 
on your computer, chances are you 
already have the initial version of 
DirectX installed- In this case, the 
Microsoft installer will detect and 
overwrite any previous versions with 
DirectX 6-0- At that point, you will 
need to restart your computer for the 
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If, however, you already have DirectX 6-0 
installed on your computer, the Microsoft 
DirectX 6-0 installer will detect that and 
not overwrite any DirectX 6-0 files- You 
will not need to restart your computer 
after installation in order to run Sin- 


=== V- Problems and Solutions === 


a- Movies Don't Play Properly 


-Make sure your system meets the minimum 
requirements for the program, especially 
your CD-ROM drive- The program requires a 
CD-ROM drive with a minimum sustained 
transfer rate of 600K/sec (a quad-speed 
drive) - 

-You may not have enough RAM to run movies- 
Check to make sure you have sufficient RAM 
to run this product- You need 32 MB- 
-Too many other applications may be run- 
ning- Close down other applications (espe- 
cially DOS boxes or modem programs) and 
try again- We strongly recommend that you 
not run other applications while running 
S i n - 

b- Game Freezes 


Make sure your computer has at least 32 MB 
of RAM- 

Make sure you are using the latest 32-bit 
drivers for all your peripheral devices- 
If you are using a 3D card, make sure you 
have the latest drivers installed for your 
card, including any necessary OpenGL dri- 


vers- 


c- No or Partial Sound or No Vo i c e s / E f f e c t s 


-Make sure you have a 100% Windows- compat- 
ible sound card in your computer, 

-Make sure your speakers are plugged in 
correctly and turned on, and make sure the 
volume is turned up to an audible level, 
-Make sure you are using the latest 32-bit 
sound drivers for your sound card, 

-Make sure your audio card is properly 
installed and that you have the correct 
audio drivers installed. Check your audio 
card's installation and its setup parame- 
ters within Windows 95/98 to be sure all 
are correct. See your card's manual and 
your Windows 95/98 manual for details, 
-Check your settings in your Control 
Configuration, 

d. Game Too Slow 


-Make sure you are running Sin on a Pentium 
166 or higher system. Any P150 or lower 
system usually will not run Sin satisfac- 
t o r i I y , 

-Try turning off some game options in the 
Video Controls menu, 

-Make sure you have no other applications 
running in the background, 

-Make sure your screen resolution is set as 
low as it can be in the Video Controls 
menu, 

-The game may run faster if more RAM is 
available. Increasing the RAM in your sys- 
tem to 64 MB of RAM should make the game 
run faster. 
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RITUAL ENTERTAINMENT 


RITUAL ENTERTRINMENT IS: 
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PROJECT MANAGER: Joe Selinske 
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SUPPORT: Don MocAskill 
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CUSTOMER SUPPORT 

Before contacting customer support, please consult the technical help 
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questions and may quickly and easily provide a solution to your diffi- 
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Cj R () U N D Z E R O™ 

Take out the Big Gun, 

SOUNDED SIMPLE ENOUGH, EXCEPT THE STROGG 
WERE WAITING. YOU, AND A FEW MARINES LIKE 
YOU, ARE THE LUCKY ONES. You’vE MADE IT 
DOWN IN ONE PIECE AND ARE STILL ABLE TO 
CONTACT THE FLEET. THE GRAVITY WeLL, THE 

Strogg’s newest WEAPON IN ITS 

ARSENAL AGAINST MANKIND, IS OPERATIONAL. 

With the fleet trapped around Stroggos, 

5% OF GROUND FORCES SURVIVING, AND THAT 
NUMBER DWINDLING BY THE SECOND, YOUR 

ORDERS have changed-. Free your comrades. 

Destroy ^'^e gravity well. 

New Enemies 

Get ready to face the toughest horde of Stroggs, straight from the bio-vats. The Stalker, 

Turrets, Daedalus, Medic Commander, Carrier and the Queen Bitch herself, the Black Widow. 

14 Entirely new levels and 10 new deathmatch levels 

Brand new real estate with the same dynamic sense of reality and dramatic visuals 
AS Quake 11 . These new environments will challenge even the biggest Quake 11 afi- 

CIONADO. 

New PowER-'Ups 

Tag ’em and Bag ’em. Deathmatch specific power-ups; the Vengeance Sphere, Hunter Sphere, 
AND Anti-matter Bomb. With everything that we’ve cooked up for you here, you’re sure to 

ANNIHILATE ANYONE OR ANYTHING FOOLISH ENOUGH TO CALL YOU FOE. 

New Weapons 

The Chainsaw, ETf Rifle and Plasma Beam. If you can’t get the job done with these 
BABIES, it’s time TO GO BACK TO BASIC. 

GET QUAKE 11 MISSION PACK GROUND ZERO 
AT ACTIVISION’S ONLINE STORE! HTTP://ST0RE.ACT1V1S10N.C0M 

AVAILABLE ON WINDOWS® 95/98 

Quake II Mission Pack: Ground Zero™© 1998 Id Software, Inc. All Rights Reserved. Developed by Rogue Entertainment, Inc. for Id Software, 

Inc. Distributed by Activision, Inc. under license. QUAKE® and the id* logo are registered trademarks of Id Software, Inc. 

Quake II Mission Pack: Ground Zero ", Quake N™, the Id Software" name, and the Q N™ logo are trademarks of Id Software, Inc. Activision® is a 
registered trademark of Activision, Inc. Rogue Entertainment™ is a trademark of Rogue Entertainment, Inc. All other trademarks and trade 
names are properties of their respective owners. 




H exen M ™ M ission Pack: 

Portal Of Praevus"' 

Eidolon has been 
Defested. 

Evil has not. 

After the fall of Eidolon, a brutal 
wi nter smothers the land — the work 
of the nefarious wizard, Praevus, who 
now schemes to harness the darkest 
powers of the Serpent R iders. 

Who will dare innpede him? Be you 
the N ecromancer, the Assassin, the 
Crusader, the Paladin, or the scornful 
Dennoness — former ninion of Eidolon 
with a lust for r^enge — you must wreak 
havoc against the wizard and defeat his 
^il vision. Lest you be numbered among 
the dead at his wr^ched victory. 

BATTLE FOESTHROUGH THE EYES OF A DEMONESS 

B ecome the I ethal fennme fatal e, the D ennoness — a former enemy and once d i sci pi e of 
E idol on — armed with all-new weapons and spells, powers, and tools of annihilation. 

ENGAGE IN MULTIPLAYER MAYHEM 

Go one-on-one against a wicked cast of adversaries, including Skull Wizards, 

Knight Archers, Icel nps. Snow Leopards and more Enlist friends or take on 
foes i n D eathmatch chaos. U p to 16 pi ayers may j oi n batti e i n the bl oodfest over 
LAN or the I nterndt. 

CONQUERTHREATENING WORLDS 

Revisit the medical world of Blackmarsh, and continue the experience in the 
all -new Tibetan H ub. Explore 15 ever-morechallenging levels of beautifully 
rendered 3-D scenes, including icy terrain and tenples of deception, rife with 
unique puzzles and crawling with demonic new enenies. 

UNLEASH THE POWER OF QUAKE® 

Experience intense first- person action with the enhanced Quake® engine. I nproved 
velocity and inpact physics, plus real-to-life snowstorm effects and highly detailed 
envi ronments i ntensify the real isna the beauty and the devastation. 

GdHecenll Misacn Pack: Portal of PraaAJS 
stAdivisionlbOnlineStcre! http://sl]oresiactivisian.Gom 

AvaMaUeon WindowsP95 

Portal of Praevus™ © 1998 Raven Software Corporation. Hexen® is a registered trademark and Hexen II™ and Portal of Praevus™ are trademarks of Raven 
Software Corporation. Developed by Raven Software Corporation. Published and distributed by Activision, Inc. Activision® is a registered trademark of 
Activision, Inc. All rights reserved. Quake® is a registered trademark of Id Software, Inc. This product contains software technology licensed from ID Software, 
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SOFTWARE LICENSE AGREEMENT 

IMPORTANT ■ READ CAREFULLY: YOUR USEOFTHIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS 
SET FORTH BELOW. "PROGRAM" INCLUDES ALL SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED 
MEDIA, ANY PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES 
OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, INSTALLING, AND/OR USING THE PROGRAM 
AND ANY SOFTWARE PROGRAMS INCLUDED WITHIN, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, 
INC. ("ACTIVISION"). 

LIMITED USE LICENSE. Subject to the conditions described beiow, Activision grants you the non-exciusive, non-transfer- 
abie, iimited right and iicense to instaii and use one copy of this Program soieiy and exciusiveiy for your personai use. All 
rights not specificaiiy granted under this Agreement are reserved by Activision and, as appiicabie, Activision's iicensors. 
This Program is iicensed, not soid, for your use. Your license confers no titie or ownership in this Program and shouid not 
be construed as a saie of any rights in this Program. 

LICENSE CONDITIONS. 


You shaii not: 

• Expioit this Program or any of its parts commerciaiiy, inciuding but not iimited to use at a cyber cafe, computer gaming 
center or any other iocation-based site. Activision may offer a separate Site License Agreement to permit you to make 
this Program avaiiabie for commerciai use; see the contact information beiow. 

• Use this Program, or permit use of this Program, on more than one computer, computer terminai, or workstation at the 
same time. 

• Make copies of this Program or any part thereof, or make copies of the materiais accompanying this Program. 

• Copy this Program onto a hard drive or other storage device; you must run this Program from the inciuded CD-ROM 
(aithough this Program itseif may automaticaiiy copy a portion of this Program onto your hard drive during instaiiation 
in order to run more efficientiy). 

• Use the program, or permit use of this Program, in a network, muiti-user arrangement or remote access arrangement, 
inciuding any oniine use, except as otherwise expiicitiy provided by this Program. 

• Seii, rent, iease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the 
express prior written consent of Activision. 

• Reverse engineer, derive source code, modify, decompiie, disassembie, or create derivative works of this Program, in 
whoieor in part. 

• Remove, disabie or circumvent any proprietary notices or iabeis contained on or within the Program. 

• Export or re-export this Program or any copy or adaptation in violation of any appiicabie iaws or reguiations of the 
United States government. 

OWNERSHIP. Aii titie, ownership rights and inteiiectuai property rights in and to this Program and any and aii copies 
thereof (inciuding but not limited to any titles, computer code, themes, objects, characters, character names, stories, dia- 
iog, catch phrases,iocations, concepts, artwork, animation, sounds, musicai compositions, audio-visuai effects, methods 
of operation, morai rights, any reiated documentation, and "appiets" incorporated into this Program) are owned by 
Activision, affiiiates of Activision or Activision's iicensors. This Program is protected by the copyright iaws of the United 
States, internationai copyright treaties and conventions and other iaws. This Program contains certain iicensed materials 
and Activision's licensors may protect their rights in the event of any vioiation of this Agreement. 

PROGRAM UTILITIES. This Program contains certain design, programming and processing utiiities, toois, assets and 
other resources ("Program Utiiities") for use with this Program that aiiow you to create customized new game ieveis and 
other reiated game materiais for personai use in connection with the Program ("New Game Materiais"). The use of the 
Program Utiiities is subject to thefoiiowing additionai iicense restrictions: 

• You agree that, as a condition to your using the Program Utiiities, you wiii not use or aiiow third parties to use the 
Program Utiiities and the New Game Materiais created by you for any commerciai purposes, inciuding but not iimited to 
seiiing, renting, ieasing, iicensing, distributing, or otherwise transferring the ownership of such New Game Materiais, 
whether on a stand aione basis or packaged in combination with the New Game Materiais created by others, through 
any and aii distribution channeis, inciuding, without iimitation, retaii saies and on-iine eiectronic distribution. You agree 
not to soiicit, initiate or encourage any proposai or offer from any person or entity to create any New Game Materiais for 
commerciai distribution. You agree to promptiy inform Activision in writing of any instances of your receipt of any such 
proposai or offer. 

• If you decide to make avaiiabie the use of the New Game Materiais created by you to other gamers, you agree to do so 
soieiy without charge. 

• New Game Materiais shaii not contain modifications to any COM, EXE or DLL fiies or to any other executabie Product 
fiies. 

• New Game Materiais may be created oniy if such New Game Materiais can be used exciusiveiy in combination with the 
retaii version of the Program. New Game Materiais may not be designed to be used as a stand-aione product. 

• New Game Materiais must not contain any iliegai, obscene or defamatory materiais, materiais that infringe rights of pri- 
vacy and publicity of third parties or (without appropriate irrevocabie iicenses granted specificaiiy for that purpose) any 
trademarks, copyright-protected works or other properties of third parties. 

• Aii New Game Materiais must contain prominent identification at ieast in any on-iine description and with reasonabie 
duration on the opening screen: (a) the name and E-maii address of the New Game Materiais' creator(s) and (b) the 


words 'THIS MATERIAL IS NOT MADE OR SUPPORTED BY ACTIVISION." 


LIMITED WARRANTY: Activision warrants to the original consumer purchaser of this Program that the recording medium on 
which the Program is recorded wiii be free from defects in materiai and workmanship for 90 days from the date of purchase. If 
the recording medium is found defective within 90 days of originai purchase, Activision agrees to repiace, free of charge, any 
product discovered to be defective within such period upon its receipt of the Product, postage paid, with proof of the date of 
purchase, as iong as the Program is stiii being manufactured by Activision. In the event that the Program is no ionger avaiiabie, 
Activision retains the right to substitute a similar program of equal or greater value. This warranty is iimited to the recording 
medium containing the Program as originaiiy provided by Activision and is not appiicabie to normai wear and tear. This warran- 
ty shaii not be appiicabie and shaii be void if the defect has arisen through abuse, mistreatment, or negiect. Any impiied war- 
ranties prescribed by statute are expressiy iimited to the 90-day period described above. 

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR 
NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE 
ACTIVISION. 

When returning the Program for warranty repiacement, piease send the originai product disks only in protective packaging and 
include: (1) a photocopy of your dated sales receipt; (2) your name and return address typed or cieariy printed; (3) a brief note 
describing the defect, the probiem(s) you are encountered and the system on which you are running the Program; (4) if you are 
returning the Program after the 90-day warranty period, but within one year after the date of purchase, piease inciude check or 
money order for $10 U.S. (A$17 for Austraiia, or 10.00 Pounds for Europe) currency per CD. Note: Certified maii recommended. 


In the U.S. send to: 

Warranty Replacements 
Activision, Inc. 

P.O. 80x67713 

Los Angeles, California 90067 


In Europe send to: 
Activision 
Gemini House 
133 High Street 
Yiewsley 
West Drayton 
Middlesex UB7 7QL 
United Kingdom 


In Australia send to: 

Warranty Replacements 

Activision 

P.O. Box 873 

Epping, NSW 21 21 , Australia 


LIMITATION ON DAMAGES: IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEOUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPER- 
TY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES 
FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVI- 
SION'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. SOME 
STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLU- 
SION OR LIMITATION OF INCIDENTAL OR CONSEOUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION 
OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU 
MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 

TERMINATION: Without prejudice to any other rights of Activision, this Agreement wiii terminate automaticaiiy if you faii to 
compiy with its terms and conditions. In such event, you must destroy all copies of this Program and aii of its component parts. 
U.S. GOVERNMENT RESTRICTED RIGHTS: The Program and documentation have been deveioped entireiy at private expense 
and are provided as "Commerciai Computer Software" or "restricted computer software." Use, dupiication or disciosure by the 
U.S. Government or a U.S. Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the 
Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) 
of the Commercial Computer Software Restricted Rights ciauses at FAR 52.227-19, as appiicabie. The Contractor/Manufacturer 
is Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, Caiifornia 90405. 

INJUNCTION: Because Activision wouid be irreparabiy damaged if the terms of this Agreement were not specificaiiy enforced, 
you agree that Activision shaii be entitied, without bond, other security or proof of damages, to appropriate equitable remedies 
with respect to breaches of this Agreement, in addition to such other remedies as Activision may otherwise have under appiica- 
bie iaws. 

INDEMNITY: You agree to indemnify, defend and hoid Activision, its partners, affiiiates, iicensors, contractors, officers, direc- 
tors, empioyees and agents harmiess from aii damages, iosses and expenses arising directiy or indirectiy from your acts and 
omissions to act in using the Product pursuant to the terms of this Agreement. 

MISCELLANEOUS: This Agreement represents the compiete agreement concerning this iicense between the parties and super- 
sedes all prior agreements and representations between them. It may be amended only by a writing executed by both parties. 

If any provision of this Agreement is heid to be unenforceabie for any reason, such provision shaii be reformed oniy to the 
extent necessary to make it enforceabie and the remaining provisions of this Agreement shaii not be affected. This Agreement 
shaii be construed under Caiifornia iaw as such iaw is appiied to agreements between Caiifornia residents entered into and to be 
performed within Caiifornia, except as governed by federai iaw and you consent to the exciusive jurisdiction of the state and fed- 
erai courts in Los Angeies, California. 

If you have any questions concerning this iicense, you may contact Activision at 3100 Ocean Park Bouievard, Santa Monica, 
Caiifornia 90405, (310) 255-2000, Attn. Business and Legai Affairs, iegai@activision.com. 


